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15 BACKGROUND OF THE INVENTION 
FIELD OF THE INVENTION 

This invention relates to a gaming machine, that executes 
a card game, such as poker, etc., utilizing a video screen, 
RELATED ART 

20 In a conventional gaming machine, with which a plurality 

of players participate and play a game competing with each other, 
a card game such as a poker game is carried out utilizing a video 
screen thereof . With such type of gamingmachine , a specific number 
of cards are dealt to each player to make the player's hand, and 

25 if .a combination that is set as a winning combination is included 
in the player's hand and if this combination is a combination that 
is set as a stronger winning combination than those of other players , 
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a pred termined benefit is provided to the player. 

With such a gamingmachine , since the win or loss is determined 
by comparison of the game results of the respective players , the 
key to whether a player wins or loses and gains a large amount 
5 of benefit lies in how much better a game result- a player achieves 
in comparison to other players. 

Thus in a case where a game is arranged so that only one 
player will be a winner and be provided with benefit, each player 
plays the game while constantly intending to achieve a better game 
10 result than other players. 

Meanwhile, Laid-open Japanese Patent Publication No, 
2001-340646 proposes in a gaming machine, with which a plurality 
of players participate and play a game competing with each other, 
a game being carried out by players who may form a team and cooperate 
15 for the purpose of achieving good results* 

This invention is arranged so that the team, to which the 
player who achieved the best game result belongs , becomes the winner , 
or points are given according to the rank of game results to a 
plurality of upper ranking players starting with the player who 
2 0 achieved the best result, and the team with the highest total points 
becomes the winner, and also, so that benefits can be provided 
to a plurality of players. 

Even if, as in the above-described invention, arrangements 
are made so that a plurality of players will be winners who are 
25 provided with benefits, as long as how excellent a game result 
is achieved determines the win or loss and is the key to gaining 
a large amount of benefit, a player will still play the game while 
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constantly intending to achieve a better game result than other 
players . 

However, with a gaming machine, with which how excellent 
a game result is achieved determines" the win or loss and is the 
5 key to gaining a large amount of benefit as described above, even 
if a player plays the game intending to achieve a better game result 
than the other players, since the win or loss will be affected 
by luck, the degree of expertise in the game, etc., there will 
be on one hand players who can achieve excellent game results and 

10 on the other hand many players who cannot achieve excellent results . 
Also, since a player, in the process of playing a game, will be 
playing the game while visually recognizing or predicting the 
position of his/her own game result with respect to those of other 
players , if the player comes to predict that he/she cannot achieve 

15 a game result that is better than the game results of other players , 
the player will, in many cases, lose the will to play the game. 

Also, even in a card game where a plurality of players 
participate and play competing with each other as described above, 
only the player with the strongest hand can become a winner or, 

20 even in a case where a plurality of players can become winners, 
the winners will only be the plurality of upper ranking players 
starting with the player with the strongest hand. Thus in many 
cases, a player with only a weak hand who judges that there is 
no way of winning, may lose his courage to continue to play the 

25 game and quit without continuing the game to the end. 

Furthermore, with such a card game as described above, the 
total amount of money bet by the respective players is paid to 
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the winning player at the end of the game. 

Thus in a case where there are many players who quit and 
do not continue to play a game until the end, the total amount 
of bet money to be gained by the winner decreases correspondingly, 
5 and even a player who has come to have a strong hand may thus 
deteriorate his motivation to continue to play the game. 

Furthermore, it can be said that with a card game such as 
that described above, the various tactical interactions, which 
are developed among players from the point at which the hands are 

10 dealt to the point at which the contents of one ' s hands are revealed, 
make up a main point of interest of the game, and thus in case 
where there are many players who quit and do not continue to play 
the game to the end, a player may not be able to adequately enjoy 
the tactical interactions, which make up an interesting part of 

15 the game, and may lose interest in the game. 

In view of the above points, it is preferable for a player 
that a gaming machine be one with which the opportunity to enjoy 
tactical interactions will not decrease and that the total amount 
of bet money gained by winning the game will not decrease due to 

20 players quitting the game. 

SUMMARY OP THE INVENTION 

This invention has been made in view of the above points 
and an object thereof is to provide a card gaming machine, with 
25 which all players participating in .a game can enjoy the game to 
the end. 

In order to achieve the above object, with the present 
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invention, a gaming machine is comprised of a rank determination 
means and a win/loss determination means so that players who are 
provided with benefits are determined to be a combination of the 
highest ranking player and one or more players with ranks that 
5 are not in the order of a regular ranking from the top to the bottom. 

More specifically, the following is provided according to 
the present invention. 

(1) A gaming machine comprises: a game control means for 
controlling a card game that is played by a plurality of players 

10 including a virtual player; and a benefit provision means for 
providing benefits to said players in accordance with game media 
used in the card game. The gaming machine further comprises: a 
rank determination means for determining a player ranking in 
accordance with a result of the card game; and a win/loss 

15 determination means for determining winning players among the 
plurality of players to be provided with benefits based on the 
player ranking determinedby said rank determinationmeans ; wherein 
said win/loss determination means determines the winning players 
such that the winning players include a highest ranking player 

20 and a player other than a second highest ranking player according 
to the player ranking. 

According to the present invention, since a gaming machine 
having a game control means for controlling a card game that is 
played by a plurality of players including a virtual player; and 

25 a benefit provision means for providing benefits to the 
above-mentioned players in accordance with game media used in the 
above-mentioned game is further composed of a rank determination 
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means for determining a ranking in accordance with the results 
of the above-mentioned game; and a win/loss determination means 
for determining a plurality of players to be provided with the 
above-mentioned benef its in accordance with the ranking determined 
5 by the above-mentioned rank determination means such that the 
above-mentioned win/loss determination means determines the 
plurality of players to be provided with the above-mentioned 
benefits so that the plurality of players include a combination 
of the player with the highest rank as determined by the 

10 above-mentioned rank determination means and players of ranks that 
are not in the order of results starting from the highest rank, 
benefits can be provided to the player with the highest rank as 
well as to players whose ranks are not in the order of ranks starting 
from the highest rank as a result of the game. v 

15 Therefore , winning players may be composed of the player 

with the highest rank as well as to players whose ranks are not 
in the order of ranks starting from the highest rank. The ranks 
are usually listed in the descending order from the highest rank 
so as to make a player ranking as a result of a card game. The 

20 highest ranking player is supposed to get a benefit such as game 
media and the second highest ranking player may expect some. 
However, according to the present invention, the second highest 
ranking player may not get such benefit. A player who is included 
in the winning players other than the highest ranking player may 

25 be selected, for example, by a lottery* 

Though normally in the process of playing a game, a player, 
who comes to predict that his/her rank will not be the highest 
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and the provision of benefit cannot be expected, may lose the 
motivation to continue to play the game and give up the game, with 
this invention, since arrangements are made to provide benefits 
not only to the player with the highest rank but also to players 
5 whose ranks are not in the order of ranks starting from the highest 
rank and a player is thus left with the poss ibility of being provided 
with benefit until the game is finally ended even if his/her rank 
is not the highest, a situation, where all players participating 
in the game lose the motivation to play the game, is prevented 
10 and the possibility that the game can be enjoyed to the end is 
increased. 

(2) The gaming machine according to (1) is characterized 
in that said win/loss determination means determines the winning 
players for the benefits so that the winning players include a 

15 lowest ranking player according to the player ranking. 

According to the present invention, since the gaming machine 
is arranged such that the above-mentioned win/loss determination 
means determines the plurality of players to be provided with the 
above-mentioned benefits so that the plurality of players to be 

20 provided with the above-mentioned benefits include the player with 
the lowest rank as determined by the above-mentioned rank 
determination means, benefits can be provided to the player with 
the highest rank as well as to the player with the lowest rank 
as a result of the game. 

25 Though normally in the process of playing a game, a player, 

who comes to predict that his/her rank will not be the highest 
and the provision of benefit cannot be expected, may lose the 
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motivation to continue to play the game and give up , with the present 
invention, since arrangements are made to provide benefits not 
only to the player with the highest rank but also to the player 
with the lowest rank and thus even if a player predicts that his/her 
5 rank will be of low rank, since a benefit will be provided if the 
rank is the lowest and the player is thus left with the possibility 
of being provided with benefit until the game is finally ended, 
the possibility that all players participating in the game will 
be able to enjoy the game to the end without losing the motivation 

10 to continue to play the game is increased. 

(3) A gaming machine with which a card game is played by 
a plurality of players including a virtual player and which provides 
benefits to winning players among the plurality of players in 
accordance with game media used in the card game is characterized 

15 in that said wining players are determined to include a highest 
ranking player and a player other than a second highest player 
according to a result of the card game. 

According to the present invention, since a gaming machine 
is arranged, with which a game using cards is played by a plurality 

20 of players including a virtual player so that benefits are provided 
to the above-mentioned players in accordance with game media used 
in the above-mentioned game , the plurality of players to be provided 
with the above-mentioned benefits are determined so as to comprise 
a combination of the player with the highest rank as determined 

25 according to a result of the above-mentioned game and players of 
ranks that are not in the order of results starting with the highest 
rank, Therefore, benefits can be provided, as a result of the 
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game, to the play r with the highest rank as well as to players 
whose ranks are not in the order of ranks starting from the highest 
rank.. 

Though normally in the process of playing a game, a player, 
5 who comes to predict that his/her rank will not be the highest 
and the provision of benefit cannot be expected, may lose the 
motivation to continue to play the game and give up, with this 
invention, since arrangements are made to provide benefits not 
only to the player with the highest rank but also to players whose 

10 ranks are not in the order of ranks starting from the highest rank 
and a player is thus left with the possibility of being provided 
with benefit until the game is finally ended even if his/her rank 
is not the highest, a situation, where all players participating 
in the game lose the motivation to continue to play the game, is 

15 prevented and the possibility that the game can be enjoyed to the 
end is increased, 

(4) A gaming machine with which a plurality of players play 
a game individually using game media comprises : individual display 
parts, each of which shows an individual game content for a 

20 respective player; a common display part which shows common 
information shared with other players ; and operating parts , each 
of which is operated by each individual player; wherein the gaming 
machine provides benefits to a highest ranking player and a player 
other than the highest ranking player, but being selected by a 

25 predetermined criterion. 

With the above, that a plurality of players play a game 
independent of each other may mean that each individual player 
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plays the game on his/her own judgment. The individual display 
parts may include display devices that display to each of these 
players individually. The common display part displaying 
information shared with other players is a means by which a player 
5 discloses information that may be provided to other players and 
may include a common display device . The predetermined criterion 
may, for example, be set to select the lowest rank, the second 
lowest rank, etc. Such criterion may be determined according to 
gaming machine or may be changed for each game, 

10 (5) A server is provided connectable via a communication 

line to terminal devices , each of which has information input means 
for inputting information. The server comprises: a game control 
means for controlling a card game played by a plurality of players 
including a virtual player, the game control means being provided 

15 with each of said terminal devices ; and a benefit provision means 
for providing benefits to the players in accordance with input 
information by the players • The server further comprises : a rank 
determination means for determining a ranking in accordance with 
a result of the game; and a win/loss determination means for 

20 determining winning players by the ranking such that the wining 
players are determined to include a highest ranking player and 
a player other than a second highest player according to the ranking . 

According to the present invention, since a server which 
is connectable via a communication line to terminal devices that 

25 have information input means for inputting information and 
comprise: a game control means for performing control of a game 
using cards that is played by a plurality of players including 
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virtual players; and a b nefit provision means for providing 
benefits to the above-mentioned players in accordance with input 
information by the above-mentioned players is composed of a rank 
determination means for determining ranks in accordance with the 
5 results of the above-mentioned game; and a win/loss determination 
means for determining a plurality of players to be provided with 
the above-mentioned benefits in accordance with the ranks 
determined by the above-mentioned rank determination means . The 
above-mentioned win/loss determination means has a function of 

10 performing control to determine the plurality of players to be 
provided with the above-mentioned benefits so that the plurality 
of players to be provided with the above-mentioned benefits include 
a combination of the player with the highest rank as determined 
by the above-mentioned rank determination means and players of 

15 ranks that are not in the order of results starting with the highest 
rank. Therefore, benefits can be provided, as a result of the 
game, to the player with the highest rank as well as to players 
whose ranks are not in the order of ranks starting from the highest 
rank . 

20 Though normally in the process of playing a game, a player, 

who comes to predict that his/her rank will not be the highest 
and the provision of benefit cannot be expected, may lose the 
motivation to continue to play the game and give up, with this 
invention, since arrangements are made to provide benefits not 

25 only to the player with the highest rank but also to players whose 
ranks are not in the order of ranks starting from the highest rank 
and a player is thus left with the possibility of being provided 
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with benef it until th game is finally ended even if his/her rank 
is not the highest, a situation, where all players participating 
in the game lose the motivation to play the game, is prevented 
and the possibility that the game can be enjoyed to the end is 
5 increased. 

Furthermore, the above arrangement gives rise to the 
possibility of centralized control of gaming machines from a remote 
location and provides the above-mentioned effects without 
requiring the setting of each gaming machine and other troublesome 
10 work. 

(6) A computer executable program comprises: controlling 
a card game that is played by a plurality of players including 
a virtual player; and providing benefits to players in 
accordance with game media used in the game. The program further 
15 comprising: determining a high-low ranking in accordance with a 
result of the game; and determining winning players to be provided 
with benefits such that the winning players include a highest 
ranking player and a player other than a second highest ranking 
player. 

20 According to the present invention, since a computer is made 

to execute a game control step of controlling a game using cards 
that is played by a plurality of players including virtual players ; 
and a benefit provision step of making benefits be provided to 
players in accordance with game media used in the above-mentioned 

25 game and since the computer is made to execute a rank determination 
step of making ranks determined in accordance with the results 
of the above-mentioned game; and a win/loss determination step 
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of making a plurality of players to be provided with the 
above-mentioned benefits be determined so as to be a combination 
of the player with the highest rank as determined in the 
above-mentioned rank determination step and players of ranks that 
5 are not in the order of results starting with the highest rank, 
benefits can be provided, as a result of the game, to the player 
with the highest rank as well as to players whose ranks are not 
in the order of ranks starting from the highest rank. 

Though normally in the process of playing a game, a player , 

10 who comes to predict that his/her rank will not be the highest 
and the provision of benefit cannot be expected, may lose the 
motivation to continue to play the game and give up, with this 
invention, since arrangements are made to provide benefits not 
only to the player with the highest rank but also to players whose 

15 ranks are not in the order of ranks starting from the highest rank 
and a player is thus left with the possibility of being provided 
with benefit until the game is finally ended even if his/her rank 
is not the highest, a situation, where all players participating 
in the game lose the motivation to continue to play the game, is 

20 prevented and the possibility that the game can be enjoyed to the 
end is increased. 

Furthermore, such a program may be readable by a computer 
and may be stored in a storage medium of a gaming machine itself 
or a server, etc. Yet furthermore, such a program may be stored 

25 in a storage medium incorporated in an equipment of another 
arrangement or may be stored in a divided manner in storage media 
incorporated in a gaming machine and a server. 
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[Definition of terms, etc.] 

A "benefit" refers to the game condition being a beneficial 
condition for a player and, for example , includes medals , pachinko 
balls, credits, or other form of game currency or media as well 
5 as a bonus game that provides the right to play a game free of 
charge , etc . 

A "rank" may indicate the relationship of superiority or 
inferiority of game results among players and indicates a relative 
positional relationship in a comparison based on the superiority 
10 or inferiority with respect to other players. 

An "order of results" may indicate a state in which ranks 
are set in a regular, consecutive order starting with the most 
excellent rank. 

A * combination of the player with the highest rank and players 
15 of ranks that are not in the order of results starting with the 
highest rank" may indicate, for example in a case where such a 
combination is to be formed by selecting two ranks from among the 
ranks, from first place to fifth place, the combinations besides 
the combination of "first place and second place," that is, the 
20 combinations of * first place and third place," "first place and 
fourth place," and "first place and fifth place," 

Further features of the invention, its nature and various 
advantages will be more apparent from the accompanying drawings 
and the following detailed description of the invention. 

25 
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BRIEF DESCRIPTION OF THE DRAWINGS 

Fig. 1 is a front view showing the general appearance of 
a gaming machine according to an embodiment of the present 
invention. 

5 Fig. 2 is a block diagram showing a main control circuit 

of the gaming machine according to an embodiment of the present 
invention. 

Fig. 3 is a block diagram showing a display control device 
of the gaming machine according to an embodiment of the present 
10 invention. 

Fig. 4A is a schematic view showing a screen display of a 
dealer display device of the gaming machine according to an 
embodiment of the present invention. 

Fig. 4B is a schematic view showing a screen display of a 
15 card dealing display device of the gaming machine according to 
an embodiment of the present invention. 

Fig. 4C is a schematic view showing a screen display of an 
individual display device of the gaming machine according to an 
embodiment of the present invention. 
20 Fig. 5 is a schematic view showing a screen display of the 

gaming machine according to an embodiment of the present invention . 

Fig. 6 is a flowchart showing a game machine process executed 
in a gaming machine according to an embodiment of the present 
invention. 

25 Fig. 7 is a flowchart showing a participating player 

determination process executed in a gaming machine according to 
an embodiment of the present invention. 
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Fig. 8 is a flowchart showing a card game process executed 
in a gaming machine according to an embodiment of the present 
invention. 

Fig. 9 is a flowchart showinga win/loss determination process 
5 executed in a gaming machine according to an embodiment of the 
present invention. 

Fig. 10 is a flowchart showing a win/loss determination 
process executed in a gaming machine according to an embodiment 
of the present invention. 
10 Fig. 11 is a flowchart showing a disbursement process executed 

in a gaming machine according to an embodiment of the present 
invention. 

Fig. 12 shows a player data table of the gaming machine 
according to an embodiment of the present invention. 
15 Fig. 13 shows a winning combination determination table of 

the gaming machine according to an embodiment of the present 
invention. 

Fig. 14A shows a determination data table for strongest 
winning combination of the gaming machine according to an 
20 embodiment of the present invention. 

Fig. 14B shows a determination data table for weakest winning 
combination of the gaming machine according to an embodiment of 
the present invention. 

Fig. 15 is a diagram illustrating arrangement of a server 
25 and gaming machines connected via a network. 

DETAILED DESCRIPTION OF THE INVENTION 
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A preferred embodiment of this invention shall now be 
described referring to the drawings. 

With the embodiment described below, a case where this 
invention is applied to a gaming machine which performs a poker 
5 game will be described as a preferred embodiment of the present 
invention. 

This invention may be applied not only to a poker game but 
may also be applied to a blackjack game, a Japanese flower card 
game or other card game, 

10 [Arrangement of a gaming machine] 

Fig, 1 is a front view showing the general appearance of 
a gaming machine 10 . Though gaming machine 10 is a gaming machine 
that enables playing by use of coins , medals, tokens or other form 
of game currency or media or card, etc. , which stores information 

15 on game currency, in the following description, by way of example, 
medals are used. 

A dealer display device 32 is equipped on the front face 
of a casing 12 that forms the entirety of gaming machine 10, and 
a dealer image is displayed on this dealer display device 32 . This 

20 dealer image deals cards to individual display devices 52 (52A 
to 52D) to be described later (see Figs. 4A-4C) . The respective 
players participating in the poker game proceeds with the game 
while viewing the dealer displayed on this display device 32. 
Speakers 46 (46Aand46B) are equipped at both sides of dealer 

25 display device 32 and emit the voice emitted by the dealer, 
background music, and other effect sounds for effective dramatic 
presentation of the poker game. 
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Furthermore, a card dealing display device 42 is equipped 
on the upper face of casing 12 and displays cards, etc., dealt 
by the dealer image , displayed on display device 32 . At this time , 
the first two cards that are dealt are displayed in a down-facing 
5 manner so that other players cannot visually recognize the designs 
while the remaining cards are displayed in an up-facing manner 
so that other players can visually recognize the designs (see Fig. 
4B) . Medal images , indicating the numbers of medals bet by the 
respective players, are also displayed. 

10 Though with gaming machine 10 of this embodiment, display 

device 42 is equipped and the contents of the dealt cards are made 
visually recognizable by other players by display of the cards 
on display device 42 , this invention is not limited thereto and 
the display device 42 may be omitted without departing the concept 

15 of the present invention. 

Furthermore, individual player display devices 52 (52 A to 
52D) , each of which can be recognized visually by a player, is 
equipped in front of the casing 12, and each of these displays 
all of the cards , which have been dealt to the corresponding player 

20 from the dealer image, in an up-facing manner (see Fig. 4C) . Each 
player is thus enabled so that only he/she can visually recognize 
the contents of his/her hand. The number of medals bet by each 
player, the number of medals credited to each player, and taken 
images of the other players, etc. , are displayed as well (see Fig. 

25 4C). 

The parts of the above-described display devices 32, 42, 
and 52 (52Ato52D) , which display the effect images to be described 
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below , may be arranged from liquid crystal display panels , cathode 
ray tubes , etc. Also, though with the above-described embodiment, 
display devices 32, 42 , and 52 (52A to 52D) are indicated as being 
provided in casing 12 of gaming machine 10, display devices 32, 
5 42, and 52 (S2A to 52D) may be disposed at any position of the 
gaming machine as long as the players can see the display devices. 

Also though with gaming machine 10 of this embodiment, display 
devices 52 (52A to 52D) are disposed side-by-side with respect 
to display device 32, this invention is not limited thereto, and 
10 display devices 52 (52A to 52D) maybe arranged in a substantially 
semi-circular shape centered about the center of display device 
32. 

Furthermore, various operation switches are equipped near 
each display device 52 (52A to 52D) . As shown in Fig. 1, these 
15 operation switches include an entry switch 20 (20A to 20D) , a 
bet/raise switch 24 (24A to 24D) , a call switch 26 (26A to 26D) , 
a hold switch 30 (30A to 30D) , and a disbursement switch 31 (31A 
to 31D) 4 A player operates these switches to make the game 
progress . 

20 Here, "raise" refers to the increasing of the amount of medals 

bet by a player, "call" refers to the betting by a player of an 
amount equal to a raise by another player, and "hold" refers to 
the quitting of a game in such a case as when a player cannot make 
a call and has judged that he/she cannot win. A game proceeds 

25 by all players betting equal amounts of medals. 

Though in regard to the above-mentioned operations switches , 
the present embodiment includes entry switch 20 (20A to 20D) , 
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bet/raise switch 24 (24A to 24D) , call switch 26 (26A to 26b) , 
hold switch 30 <30A to 30D) , and disbursement switch 31 <31A to 
31D) as shown in Pig. 1, this invention is not limited thereto 
and other switches may be provided, and furthermore, the switches 
5 do not have to be those that are operable by pressing but may be 
operating members that are operable by rotation, etc. 

Also, though with this embodiment, the respective operation 
switches mentioned above are arranged as switches that are operable 
by pressing, this invention is not limited thereto, and the 

10 respective switches mentioned above may be arranged as virtual 
switches that are displayed as images on the respective individual 
player display devices 52 (52Ato52D) and use touch sensors , etc, 
with which switch operations are performed by a player touching 
the respective switches displayed as images, 

15 Also, a medal slot 49 (49A to 49D) is equipped near the 

above-mentioned operation switches , and the number of medals loaded 
from medal slot 49 (49A to 49D) is counted by a medal detection 
sensor 22 (22A to 22D) (see Fig. 2) equipped inside medal slot 
49 (49A to 49D) , The number of medals counted is displayed as 

20 credit on display device 52 (52A to S2D) . 

An image talcing device 44 (44A to 44D) is equipped in front 
of each display device 52 (52A to 52D) and this takes the image 
of the expression of the corresponding player and makes the taken 
image be displayed on display devices 52 (52A to 52D) (see Fig. 

25 4C) . An example of the image taking device 44 may be a camera, 
A player is thus enabled to play a game while visually recognizing 
the expressions of other players and the possibility of enjoying 
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the tactical interaction among players, etc. , is thus increased. 

Yet furthermore, portable terminal device connection 
connectors 48 (48A to 48D) , enabling connection with a portable 
telephone (or cellular phone) or other portable terminal device, 
5 are equipped at lower parts of the side face of casing 12, and 
by connecting a portable telephone or other portable terminal 
device to a portable terminal device connection connector 48 (48A 
to 48D) , not only can chatting with other players be enjoyed but 
the possibility of enjoying the tactical interaction among players 
10 is also increased. The portable terminal device connection 
connector may be referred to "portable terminal connector 11 herein 
after. 

Furthermore, medal ej ection slots 50 (50Ato50D) are equipped 
at lower parts of the side face of casing 12 , and from these are 
15 ejected medals disbursed by disbursement devices 54 (54A to 54D) 
(see Fig. 2) , each of which is installed inside a medal ejection 
slot 50 (50A to SOD) and includes a hopper, hopper drive circuit, 
etc. This ^disbursement device 54 (54A to 54D) " corresponds to 
making up a part of a ^benefit provision means" as described in 
20 the claims. 

[Arrangement of the control part of the gaming machine] 

Fig.« 2 shows a block diagram of a control circuit of a gaming 
machine according to this embodiment of the present invention. 

Amain control circuit 60 includes a CPU 66, which performs 
25 control operations based on a program set in advance, and ROM 68 
and RAM 70, which are storage means. 

As described below, a main control circuit 60 is equipped 
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with interface circuit sets 62 and 72 , an input/output bus 64, 
a random number generating part 65, and a communication interface 
circuit 74, 

Input and output of data signals or address signals to and 
5 from a central processing unit (referred to hereinafter as ^CPU" ) 
66 is performed via input/output bus 64, and a timer (not shown) , 
to be described below, is equipped inside CPU 66. 

*CPU 66" may refer to a part of or the entire of *game control 
means," ^benefit provision means," "rank determination means, " 
10 and "win/loss determination means" as described in the claims. 
The above-mentioned ROM 68 records a control program that 
controls the flow of the entirety of the game of the gaming machine . 
ROM 68 furthermore stores initial data for executing control 
programs, a program for controlling a game of virtual players, 
15 a program for controlling the win/loss determination in a game, 
a program for controlling the disbursement of medals or the 
addition/subtraction of credit, a program that performs display 
control of display device 32, etc. 

Specifically, the following programs are included among the 
20 programs in the present embodiment. 

(A) A program that makes a computer execute a rank 
determination step of making ranks determined in accordance with 
the results of the above-mentioned game. 

(B) A program that makes a computer execute a win/loss 
25 determination step of making a plurality of players to be provided 

with benefits determined so as to comprise a combination of the 
player with the highest rank as determined in the above-mentioned 
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rank determination step and players of ranks that are not in the 
order of results starting with the highest rank. 

Also in regard to the step described in (B) , a program is 
also included that makes a computer execute the determining of 
5 the above-mentioned plurality of players to be provided with 
benefits so that the above-mentioned plurality of players to be 
provided with benefits includes the player with the lowest rank 
as determined in the above-mentioned rank determination step, 
"ROM 68" may refer to a part of or the entire of "game control 

10 means," ^benefit provision means," ^rank determination means/' 
and "win/loss determination means" as described in the claims. 

By making the above-described program be executed, benefits 
can be provided, as a result of the game, to the player with the 
highest rank as well as to players whose ranks are not in the order 

15 of ranks starting from the highest rank. 

Though normally in the process of playing a game, a player, 
who comes to predict that his/her rank will not be the highest 
and the provision of benefit cannot be expected, may lose the 
motivation to continue to play the game and give up, with this 

20 invention, since arrangements are made to provide benefits not 
only to the player with the highest rank but also to players whose 
ranks are not in the order of ranks starting from the highest rank 
and a player is thus left with the possibility of being provided 
with benefit until the game is finally ended even if his/her rank 

25 is not the highest, a situation, where all players participating 
in the game lose the motivation to continue to play the game, is 
prevented and the possibility that the game can be enjoyed to the 
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end is increased. 

Furthermore, such a program may be readable by a computer 
and may be stored in a storage medium of a gaming machine itself 
or a server, etc. Yet furthermore, such a program may be stored 
5 in a storage medium incorporated in an equipment of another 
arrangement or may be stored in a divided manner in storage media 
incorporated in a gaming, machine and a server. 

Yet furthermore, though the programs in this embodiment are 
recorded in ROM 68, they may be recorded in a hard disk device, 
10 CD-ROM, DVD , or other storage medium instead* These programs do 
not have to be recorded in advance and may be recorded in RAM 70, 
etc., after the power is turned on. Furthermore, each of the 
programs may be recorded in a separate storage medium. 

The above-mentioned RAM 70 stores the values of flags and 
15 variables used in the above-described programs . 

Specifically, an entry flag, end-of-game flag, winner flag, 
dealt card data, winning combination data, etc., which will be 
described below, are stored. 

V RAM 70" may refer to a part of or the entire of "game control 
20 means," "benefit provision means," "rank determination means," 
and w win/loss determination means" as described in the claims. 

Each of the above-mentioned entry switches 20 (20A to 20D) 
is connected to interface circuit set 62, and when pressed by the 
operation of a player , supplies an entry signal to interface circuit 
25 set 62. Upon receiving the entry signal, interface circuit set 
62 converts the entry signal into entry data of predetermined form 
and supplies the entry data to CPU 66 via input/output bus 64. 
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Each of the above-mentioned disbursement switches 31 (31A 
to 31D) is also connected to interface circuit set 62, and when 
pressed by the operation of a player , supplies a disbursement signal 
to interface circuit set 62 , and upon receiving the disbursement 
5 signal , interface circuit set 62 converts the disbursement signal 
into disbursement data of predetermined form and supplies the 
disbursement data to CPU 66 via input/output bus 64* 

Furthermore, each of the above-mentioned bet/raise switches 
24 (24A to 24D) is also connected to interface circuit set 62, 

10 and when pressed by the operation of a player, supplies abet/raise 
signal to interface circuit set 62 , and upon receiving the bet/raise 
signal, interface circuit set 62 converts the bet/raise signal 
into bet/raise data of predetermined form and supplies the 
bet/raise data to CPU 66 via input/output bus 64 . 

15 Yet furthermore , each of the above-mentioned medal detection 

sensors 22 (22A to 22D) is also connected to interface circuit 
set 62, and when a medal loaded from medal slot 49 (49A to 49D) 
by a player is detected, supplies a loading detection signal to 
interface circuit set 62 , and upon receiving the loading detection 

20 signal, interface circuit set 62 converts the loading detection 
signal into loading detection data of predetermined form and 
supplies the loading detection data to CPU 66 via input/output 
bus 64. 

Yet furthermore, each of the above-mentioned touch sensors 
25 28 (28A to 28D) is also connected to interface circuit set 62, 
and when touched by a hand'of a player, supplies a touch detection 
signal, which indicates the location of the touch, to interface 
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circuit set 62 , and upon receiving the touch detection signal, 
interface circuit set 62 converts the touch detection signal into 
touch detection data of predetermined form and supplies the touch 
detection data to CPU 66 via input/output bus 64. 
5 Yet furthermore, each of the above-mentioned hold switches 

30 (30A to 30D) is also connected to interface circuit set 62 , 
and when pressed by the operation of a player, supplies a hold 
signal to interface circuit set 62 , and upon receiving the hold 
signal, interface circuit set 62 converts the hold signal into 

10 hold data of predetermined form and supplies the hold data to CPU 
66 via input/output bus 64. 

Yet furthermore, each of the above-mentioned call switches 
26 (26A to 26D) is also connected to interface circuit set 62, 
and when pressed by the operation of a player, supplies a call 

IS signal, indicating a card to be exchanged, to interface circuit 
set 62, and upon receiving the call signal, interface circuit set 
62 converts the call signal into hold data of predetermined form 
and supplies the call data to CPU 66 via input/output bus 64. 
Yet furthermore, each of the above-mentioned image taking 

20 devices 44 (44A to 44D) is also connected to interface circuit 
set 62, and constantly supplies image signals to interface circuit 
set 62 while the power is turned on, and upon receiving the image 
signals, interface circuit set 62 converts the image signals into 
image data of predetermined form and supplies the image data to 

25 CPU 66 via input/output bus 64. 

Yet furthermore, each of the above-mentioned portable 
terminal connectors 48 (48A to 48D) is connected to interface 
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circuit set 62 r and by connecting a portable telephone or other 
portable terminal device to a portable terminal connector 48 (48A 
to 48D) , a player can enjoy chatting with other players and enjoy 
tactical interactions among players. Each portable terminal 
5 connector 48 (48A to 48D) constantly supplies character 
communication signals to interface circuit set 62 while a portable 
terminal device is connected, and upon receiving the character 
communication signals, interface circuit set 62 converts the 
character communication signals into character communication data 

10 of predetermined form and supplies the character communication 
data to CPU 66 via input/output bus 64. 

Yet furthermore, the above-mentioned random number 
generating part 65 is connected to input/ output bus 64 and supplies 
the generated random numbers to CPU 66 via input/output bus 64. 

15 When an instruction for generating a random number is issued from 
CPU 6 6 to random number generating part 65 , random number generating 
part 65 generates a random number within a predetermined range 
and supplies a signal indicating the value of this random number 
via input/output bus 64 to CPU 66. CPU 66 determines the condition 

20 of progress of the game from this generated random number. 

Though gaming machine 10 of the present embodiment is equipped 
with a random number generating part 65 that generates random 
numbers, this invention is not limited thereto , and CPU 66 itself 
may be arranged to generate random numbers instead of providing 

25 random number generating part 65 in particular, or random number 
generating part 65 may be equipped and CPU 66 may be arranged to 
generate internal lottery data based on the random numbers 
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generated by random number generating part 65. 

Yet furthermore, communication interface circuit 74 is 
connected to input/output bus 64, and as shall be described below , 
is provided for performing communication with a server 80, etc, , 
5 via a public telephone line network, local area network (LAN) , 
or other communication line. 

Yet furthermore , an interface circuit set 72 is also connected 
to input/output bus 64. Speakers 46 (46A and 46B) , decoration 
lamp 36, and disbursement devices 54 (54A to 54D) are connected 
10 to interface circuit set 72, and interface circuit set 72 supplies 
drive signals, drive power, and various signals to control each 
of the above-mentioned devices in accordance with the results of 
computational processes performed at CPU 66. 

Yet furthermore, display control device 2 00 is also connected 
15 to interface circuit set 72 , and based on an image display 
instruction generated frommain control circuit 60 , display control 
device 200 generates drive signals for driving the display devices 
32, 42, and 52 (52A to 52D) connected to display control device 
200. 

20 Though gaming machine 10 of this embodiment is arranged to 

be equipped with display control device 200, this invention is 
not limited thereto, and there is no problem with an arrangement , 
wherein display control device 200 is not equipped and CPU 66, 
etc., are made to perform all image display processes. 

25 [Arrangement of the display control device of the gaming machine] 
Fig. 3 shows a block diagram showing the circuit of the 
above-mentioned display control device 200. 
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An interface circuit 202 is connected to an input/output 
bus 204, and an image display instruction generated from the 
above-mentioned main control circuit 60 is supplied via interface 
circuit 202 to input/output bus 204 . Input/output bus 204 is 
5 arranged to input and output data signals or address signals to 
and from a central processing unit (referred to hereinafter as 
"CPU") 206. 

A ROM (read only memory) 208 and a RAM (random access memory) 
210 are also connected to the above-mentioned input/output bus 

10 2 04. ROM 208 stores a display control program for generating drive 
signals to be supplied to display device 32 based on image display 
instructions generated from main control circuit 60. Meanwhile, 
RAM 210 stores the values of the flags and variables used in the 
above-mentioned program. 

15 Furthermore , an image data processor (referred to 

hereinafter as "VDP"') 212 is also connected to input/output bus 
204. This VDP 212 includes a so-called sprite circuit, a screen 
circuit, and a palette circuit, and is a processing device that 
can perform various processes for making display device 32 display 

20 images. 

Yet furthermore, to the above-mentioned VDP 212 are connected 
a video RAM 214, for storing image data in accordance with image 
display instructions generated from main control circuit 60, and 
an image data ROM 216, for storing background image data, card 
25 image data, character image data, and other image data, A drive 
circuit 218, which generates drive signals for driving display 
device 32, is also connected to VDP 212. 
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Yet furthermore , by reading and executing the display control 
program stored in ROM 208, the above-mentioned CPU 206 stores, 
in video RAM 214, the image data to be displayed on display device 
32 in accordance with image display instructions generated from 
5 main circuit 60. The image display instructions generated from 
main control circuit 60 include a player display instruction, 
background display instruction, card display instruction, 
character figure display instruction, and other display 
instructions . 

10 Yet furthermore as mentioned above , image data ROM 216 stores 

card image data, character figure image data of animated objects 
and other character figures displayed for an effect screen, 
background image data, which make up the backgrounds of display 
devices 32, 42, and 52 (52A to 52D) , and other image data. 

15 Yet furthermore, the above-mentioned design image data are 

used to perform a change or stop of the design displays on display 
device 32, 42, and 52 (52A to 52D) , and include image data 
corresponding to a variety of display modes, for example, magnified 
images, reduced images, deformed images, etc. The 

2 0 above-mentioned character figure image data include image data 
necessary for displayingmodes in which a character figure performs 
a series of operations, 
[Operation of the gaming machine] 

Gaming machine 10 of the present embodiment is mainly for 

25 performing a poker game called "7-Card-Stud. " In this poker game , 
the dealer deals seven cards to each player, and the superiority 
with respect to other players, is competed with a combination of 
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five cards selected arbitrarily from among the seven dealt cards. 

Though with the embodiment described below, a case where 
this invention is applied to a gaming machine for performing a 
poker game of 7-Card-Stud shall be described as a preferred 
5 embodiment of this invention's gaming machine, this invention may 
be applied not only to 7-Card-Stud but also to an ordinary poker 
game in which five cards are dealt and a winning combination is 
formed by exchanging cards several times. 

Subroutines for controlling gaming machine 10, which are 
10 executed by the above-described main control circuit 60, are shown 
in Figs. 6 through 11. The subroutine shown in Fig, 6 is called 
and executed at a predetermined timing from a main program of gaming 
machine 10 that is executed in advance. 

In the following, the gamingmachine 10 is started beforehand, 
15 and the variables used in the above-described CPU 66 are initial ized 
to predetermined values such that the gaming machine 10 is in 
steady-state operation. 

In the subroutine shown in Fig. 6, first, a participating 
player determination process is executed (stepSll) . As described 
2 0 later, in this process , CPU 66 determines the participating players 
in accordance with entry data supplied from entry switches 20 (20A 
to 20D) . If the number of participating players does not reach 
a predetermined number, a process that makes virtual players 
participate is performed. When this process is ended, a transfer 
25 to step S12 is performed. 

A card game process is th n executed (stepSl2) . Asdescribed 
layer, in this process, CPU 66 sends an image display instruction 
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to display control device 200 in accordance with dealt card data 
that have been determined by the lottery results of an internal 
lottery and thereby makes display device 42 and display devices 
52 (52A to 52D) display images of the dealt cards that are to be 
5 dealt to the players. Also, the numbers of bet medals are 
determined according to the respective data supplied f rombet/raise 
switches 24 (24A to 24D) or call switches 26 (26A to 26D) by the 
operations of the players. Furthermore, in accordance with hold 
data supplied from a hold switch 30 (30A to 30D) upon operation 

10 by a player, the ending of the game for the player who performed 
the operation is determined. When this process is ended, a transfer 
to step S13 is performed. 

Next, a win/loss determination process is executed (step 
S13) , As described later, in this process, CPU 66 reads the data, 

15 which are recorded in RAM 70 and concern the seven dealt cards 
that have been dealt to the respective players, collates the data 
with winning combination data recorded in ROM 68, and determines 
win or loss in accordance with this collation result. When this 
process is ended, a transfer to step S14 is performed. 

20 Next, a disbursement process is executed (step S14) . As 

described later, in this process, CPU 66 performs the disbursement 
of medals or the addition of credits that corresponds to the 
disbursement of medals to a player who has become a winner in 
accordance with bet amount data recorded in RAM 70* When this 

25 process is ended, this subroutine is ended immediately. 
[Participating player determination process] 

In the participating player determination routine that is 
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called in step Sll as described above, the subroutine shown in 
Fig. 7 is called. First, whether or not a medal has been detected 
is judged (step S21) . Upon detecting a medal loaded from medal 
slot 49 (49A to 49D) by a player, medal detection sensor 22 (22A 
5 to 22D) supplies a loading detection signal to interface circuit 
set 62 , and upon receiving the loading detection signal , interface 
circuit set 62 converts the loading detection signal into loading 
detection data of predetermined form and supplies the loading 
detection data to CPU 66 via input/output bus 64 . If in this process, 

10 CPU 66 judges that the above-mentioned loading detection data has 
been supplied, a transfer to step S22 is performed while if it 
is judged that the above-mentioned loading detection data has not 
been supplied, this subroutine is ended immediately. 

A participation reception process is then executed (step 

15 S22) , In this process, CPU 66 starts the measurement of time by 
means of the timer (not shown) incorporated in CPU 66 and records 
an elapsed time data in RAM 70 at predetermined timings. 

Also as mentioned above, CPU 66 judges whether or not entry 
data have been supplied from entry switches 20 (20A to 20D) in 

20 accordance with the pressing of the operation switches by the 
players, Upon judging that an entry data has been supplied from 
an entry switch 20 (20A to 20D) , CPU 66 reads a player data table, 
positioned in RAM 7 0 as shown in Fig. 12, in accordance with data 
identifying the entry switch 20 (20A to 20D) that is indicated 

25 by the entry data and records "1" in an entry flag (A) in the player 
data table that has been read. For example, if it is judged that 
entry data has been supplied from entry switch 20A, CPU 66 reads 
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the player data table positioned in RAM 70 and records *1" in the 
entry flag (A) of the area of Pi. 

Furthermore, in order to count the number of participating 
players, CPU 6 6 adds w 1 " to an entry count data (not shown) , recorded 
5 in RAM 70 , and records the data resulting from the addition in 
RAM 70. 

Yet furthermore, CPU 66 performs the above-described 
participation reception process until the predetermined time 
elapses. For example, if the reception time is 20 seconds, CPU 

10 6 6 judges whether or not the elapsed time data, recorded in RAM 
70 at predetermined timings in accordance with the timer (not shown) 
incorporated in CPU 66, is data indicating 20 seconds. If CPU 
66 judges that the data indicates 20 seconds, it ends the 
participation reception process immediately, while if the data 

15 is not j udged as indicating 20 seconds , the participation reception 
process is continued until the data is judged as indicating 20 
seconds f 

Yet furthermore, even if CPU 66 has judged that the 
predetermined time has elapsed, in other words, that the 

20 above-mentioned elapsed time data is data indicating 20 seconds, 
if it is judged that entry switches 20 (20A to 20D) have not been 
pressed by any player and the entry count data recorded in RAM 
70 is data indicating *0, " time measurement by the timer (not shown) 
incorporated in CPU 66 is started again and the elapsed time data 

25 is recorded in RAM 70 at predetermined timings so as to extend 
the entry time by another 20 seconds . When this process is ended, 
a transfer to step S23 is performed. 
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Next, whether or not the number of participants has reached 
the predetermined number is judged (step 23) . For example, if 
the predetermined number of participants is set to four, CPU 66 
reads the entry count data recorded in RAM 70 in order to count 
5 the number of participants in the above-described step S22 and 
j udges whether or not the data that has been read is data indicating 
*4," If CPU 66 judges that the entry count data is not data 
indicating M," in other words, that the data indicates "2," 
or *3," a transfer to step S24 is performed while if the entry 

1G count data is judged to be data indicating M," the present 
subroutine is ended immediately, 

A virtual player participation process is then performed 
(step S24) , CPU 66 reads the entry count data recorded in RAM 
70 in the above-described step S22 and, in accordance with the 

15 read entry count data, determines the virtual players corresponding 
to the insufficiency in the number of participants by an internal 
lottery. For example, if the read entry count data is data 
indicating * 1 , n determination of three virtual players is per f ormed , 
If the read entry count data is data indicating "2 , " determination 

2 0 of two virtual players is performed. Furthermore , if the read 
entry count data is data indicating "3," determination of one 
virtual player is performed. A * virtual player" is a concept that 
is in a corresponding relationship with a * (real) player" and 
specifically indicates a virtual player that is generated by CPU 

25 66 of gaming machine 10. This invention's gaming machine prepares 
a plurality of such virtual players , and when the number of players 
is insufficient, selects, f rom among these virtual players , players 
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corresponding to the insufficiency in the number of players by 
lottery. 

CPU 66 issues a signal for generating a random number to 
random number generating part 65 and upon receiving this signal, 
5 random number generating part 65 generates a random number of a 
predetermined range and supplies a signal indicating the value 
of this random number to CPU 66 . In accordance with this generated 
random number, CPU 66 determines the virtual player that is to 
participate in the game from among the data of virtual players 
10 of different personalities that are stored in ROM 68. The 
possibility for a player to enjoy tactical interaction, etc. , in 
the same manner as when there are other players is thus increased. 
When this process is ended, the present subroutine is ended 
immediately. 

15 Though with the present embodiment, when the number of 

participating players does not reach a predetermined number, 
virtual players are made to participate so as to make up for the 
insufficiency, this invention is not limited thereto , and virtual 
players may be made to participate even if the number of 

20 participating players reach the predetermined number of players. 
By doing so, control can be performed so that when the bet amount 
is low, a virtual player can be made to bet ahead of the other 
players, etc., that is, a virtual player can be made to play a 
leading role in the game, thus providing changes in the flow of 

25 the game. 

Also, though with gaming machine 10 of this embodiment, the 
number of players playing the game, including virtual players, 
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was set to four, this invention is not limited thereto, and the 
number of players may be any number as long as there are three 
or more players . 
[Card game process] 
5 In the card game process routine that is called in step S12 

as described above, the subroutine shown in Fig. 8 is called. With 
the poker game of the present embodiment a total of seven cards 
is dealt to each player, and five of these seven cards are selected 
arbitrarily to form a winning combination . 

10 In the first round of card dealing upon starting of the game, 

three cards are dealt to eachplayer (see Figs. 4A-4C) . Thereafter, 
in each round from the second round to the fifth round, one card 
is dealt to each player so that a total of seven cards (see Fig. 
5) are dealt in the final stage. 

15 First, a card dealing process is performed (step S31) . In 

this process, CPU 66 issues a signal for generating a random number 
to random number generating part 65 in order to determine cards 
to be dealt to the players by lottery and upon receiving this signal , 
random number generating part 65 generates a random number of a 

20 predetermined range and supplies a signal indicating the value 
of this random number to CPU 66 . In accordance with this generated 
random number, CPU 66 reads a card data table (not shown) stored 
in ROM 68 and determines the card to be dealt. This card data 
is a two-digit hexadecimal data and indicates the type of dealt 

25 card that is determined in accordance with the above-mentioned 
lottery result. 

Specifically, when a card indicating the n ace of hearts" 
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is to be dealt, the data, *31, ;/ is recorded. That is, the second 
digit indicates the type of card, such as *spades, * *clubs, " etc, , 
and is *1" when the card to be dealt is ^spades," *2" when the 
card to be dealt is *clubs, " " 3" when the card to be dealt is "hearts, " 
5 and M" when the card to be dealt is Miamonds." Furthermore, 
the first digit indicates the numeral of the card to be dealt, 
and when the numeral of the card is any of *1" to w 9 , " the numerical 
value is used as it is, when the numeral of the card is *10," *A" 
is indicated, when the numeral of the card is *J (11)," *B" is 

10 indicated, when the numeral of the card is (12) ," *C" is indicated, 
and when the numeral of the card is *K (13) ," *D" is indicated. 

Also, CPU 66 records the dealt card data, determined in 
accordance with the above-mentioned lottery results and dealt to 
each player, in RAM 70. CPU 66 reads the player data table (see 

15 Fig. 12) and records the dealt card data, determined according 
to the above-mentioned lottery results, in the positions of CI 
to C7 of the read player data table. In the first round of card 
dealing, dealt card data are recorded in the positions of CI to 
C3, and thereafter, the dealt card data is recorded in an 

20 accumulating manner, in each of C4 to C7 on each round of card 
dealing. 

Seven dealt card data are thus recorded in an accumulating 
manner in RAM 70 for each player in a game in which four players 
participate (see CI to C7 of Fig. 12) , and as long as there are 
25 no players who hold (quit the game) in the middle, a total of 28 
data are recorded for the four players. 

Yet furthermore CPU 66 sends image display instructions to 
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display control device 20 in accordance with the above-mentioned 
card data and makes images of the dealt cards be displayed on display 
device 42 and display devices 52 (52A to 52D) . 

On display device 42, of the three cards dealt in the first 
5 round, two of the dealt cards are displayed in a down-facing manner 
as shown in Pig. 4B. The third dealt card is displayed in an 
up-facing manner. All of the cards dealt in the second round 
onwards are also displayed in an up- facing manner . Yet furthermore , 
on each display device 52 (52A to 52D) all of the seven dealt cards 

10 that are dealt by the final stage are displayed in an up-facing 
manner as shown in Fig.^ 4C, When this process is ended, a transfer 
to step S32 is performed. 

Next, an input receiving process is performed (step S32) . 
When cards have been dealt to the respective players and the display 

15 of images of the dealt cards on the respective display devices 
52 <52Ato52D) has been completed, operation of the various switches , 
such as bet/raise switch 24 (24A to 24D) , call switch 26 (26A to 
2 6D) , and hold switch 30 (30A to 30D) , is performed by each player 
and the input of game information is performed. 

20 In this process, upon receiving data supplied from an 

above-mentioned switch via interface circuit set 62 , CPU 66 records 
the received data as game information input data in RAM 70. 

Specifically , upon receiving bet/raise data from a bet raise 
switch 24 (24A to 24D) , CPU 66 records the number of medals, bet 

25 by the corresponding player and indicated by the data, as bet amount 
data (not shown) in RAM 70. 

Also, upon receiving call data from a call switch 26 (26A 



ARF-02 4US 



to 26D) , CPU 66 adds the number of medals equal to the number of 
medals bet by the raising of another player to the above-mentioned 
bet amount data and records the result in RAM 70. 

Each time a bet/raise data or a call data is supplied in 
5 the above-described manner , CPU 66 stores the bet amount indicated 
by the data in an accumulating manner as bet amount data in RAM 
70. 

Furthermore, when hold data is received from a hold switch 
30 (30A to D30D) , CPU 66, in order to end the continuation of the 

10 game by the player who operated the hold switch 30 (30A to 30D) , 
reads the player data table (see Pig. 12) recorded in RAM 70 and 
records *1" in the end-of-game flag (B) positioned in the read 
player data table. When this process is ended, a transfer to step 
S33 is performed. 

15 Next, whether or not the number of cards dealt has become 

the predetermined number of cards (seven cards) is judged (step 
S33) , In this process, CPU 66 judges whether or not dealt card 
data are recorded at the C7 positions of the player data table 
(see Fig. 12) recorded in RAM 70. If CPU 66 judges that dealt 

20 card data are recorded at the C7 positions of the player data table 
(see Fig. 12) , the present subroutine is ended immediately while 
if it is judged that dealt card data are not recorded at the C7 
positions of the player data table (see Fig. 12) , a transfer to 
step S31 is performed. 

25 Though with the card dealing described above, of the seven 

cards to be dealt to each player, three cards are dealt in the 
first round and one card is dealt on each round thereafter, this 
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invention is not limited thereto, and three cards maybe dealt in 
the first round and two cards may be dealt on each round thereafter. 
By doing so, the number of times of input of game information by 
operation of a bet/raise switch 24 (24A to 24D) by a player is 
5 decreased and the duration of one game can be shortened* Also, 
dealing may be performed in any division of the number of cards 
as long as a total of seven cards are dealt. 
[Win/loss determination process] 

In the win/loss determination process routine that is called 

10 in step S13 as described above, the subroutine shown in Fig. 9 
is called. First, a card data reading process is performed (step 
S41) , In this process, CPU 66 reads the dealt card data (CI to 
C7) of the respective players (PI to P4) that are positioned in 
the player data table (see Fig. 12) . When this process is ended, 

15 a transfer to step S42 is performed. 

Next, a winning combination determination process is 
performed (step S42) . In this process, CPU 66 reads a winning 
combination determination table (see Fig* 13) recorded in ROM 68 
and performs a process of collating the dealt card data of the 

20 respective players that were read in the above-described step S41 
with the winning combination determination table that has been 
read. Also, for each of the players PI to F4, CPU 66 forms 
combinations of five dealt card data among the seven dealt card 
data to determine the strongest winning combination and weakest 

25 winning combination and records the determination results as a 
strongest winning combination data (D) and weakest winning 
combination data (E) in the player data table (see Fig, 12) 
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positioned in RAM 70. 

As an example, the determination of the winning combination 
in accordance with the dealt card data of player Pi shall be described 
using Figs, 12 and 5, As shown in Fig. 5, the images of cards 
5 dealt to player Pi are displayed on display device 52 in accordance 
with the dealt card data (see CI to C7 in Fig. 12) of player PI. 

In this case, of the seven dealt card data (see CI to C7 
in Pig. 12) of player PI, the strongest winning combination that 
is formed is the * flush" that is formed by the combination of the 
10 seven of spades (the dealt card data "17" (C2) ) , the four of spades 
(the dealt card data n 14" (C3) ) , the two of spades (the dealt card 
data *12" (C5) ) , the nine of spades (the dealt card data * 19" (C6) ) , 
and the five of spades (the dealt card data *15" (C7)) . 

Meanwhile, the weakest winning combination that is formed 
15 is the *one pair" that is formed by the combination of the ten 
of hearts (the dealt card data *3A" (CD) and the ten of clubs 
(the dealt card data *2A" (C4) ) . 

In this case, based on the winning combination determination 
table (see Fig. 13) recorded in ROM 68, CPU 66 records "5," which 
20 is the winning combination rank data that indicates "flush," as 
the strongest winning combination data (D) in the player data table 
(see Fig- 12) positioned in RAM 70 and records "9," which is the 
winning combination rank data that indicates a tx one pair," as- the 
weakest winning combination data (E) in the player data table (see 
25 Fig. 12) positioned in RAM 70 . CPU 66 slIso performs the same process 
for each of players F2 to P4 * When this process is ended, a transfer 
to step S43 is performed. 
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Next, a rank determination process is performed (step S43) . 
In this process, CPU 66 reads the strongest winning combination 
data (D) and the weakest winning combination data (E) of the 
respective players (Pi to P4) in the player data table (Pig. 12) 
5 that were recorded in RAM 70 in the above-described step S43 and 
in order to determine the ranks in accordance with the read data, 
prepares strongest winning combination rank determination data 
(see Fig. 14A) and weakest winning combination rank determination 
data (see Fig. 14B) and records the prepared data in RAM 70 . Player 

10 identification data (PI to P4) are mainly recorded as these rank 
determination data* When this process is ended, a transfer to 
step S44 is performed. If two or more players have the same winning 
combinations, results may be recorded more finely in accordance 
with the rules of ordinary poker. Or winning combinations that 

15 are the same may be handled as a tie. 

Next, a winner determination process is performed (stepS44) . 
In this process, CPU 66 reads the strongest winning combination 
rank determination data (see Fig. 14A) and the weakest winning 
combination rank determination data (see Fig. 14B) that were 

20 recorded in RAM 70 in the above-described step S43 , reads the player 
identification data (Pi) that has been recorded at the position 
of the highest of the strongest winning combination ranks and the 
player identification data (P3) that has been recorded at the 
position of the lowest of the weakest winning combination ranks 

25 and, in accordance with the read data, records *1" in the winner 
flag (F) of PI and in the winner flag of PI in the winner data 
table (see Fig, 12) positioned in RAM 70. When this process is 
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ended, the present subroutine is ended immediately . 

Though with the present embodiment , the player of the highest 
rank and the player of the lowest rank were determined as winners, 
this invention is not limited thereto, and the player, who is to 
5 be a winner besides the player of the highest rank, maybe determined 
by lottery. 

A case where the player, who is to be a winner besides the 
player of the highest rank, is determined by lottery is illustrated 
in Fig. 10. In this case, a lottery process is performed (step 

10 S54) . The processes of step S51 to step S53 is performed in the 
same manner as the processes of step S41 to step S43 in the 
above-described win/loss determination process routine 
illustrated in Pig. 9, In this lottery process, CPU 66, in order 
to determine the player, besides the player of the highest rank, 

15 that is to be a winner by lottery, issues a signal for generating 
a random number to random number generating part 65 and upon 
receiving this signal, random number generating part 65 generates 
a random mrober of a predetermined range and supplies a signal 
indicating the value of this random number to CPU 66 . In accordance 

20 with this generated random number, CPU 66 reads a player 
identification data from the rank determination data, which were 
prepared in the above-described rank determination process and 
recorded in RAM 70- When this process is ended, a transfer to 
step S55 is performed. 

25 Next, awinner determination process is performed (stepS55) . 

In this process, CPU 66 reads the strongest winning combination 
rank determination data (see Fig. 14A) that was recorded in RAM 
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70 in step S53, and records *1" in winner flags (F) in the player 
data table (see Fig. 12) positioned in RAM 70 in accordance with 
the player identification data (PI) that is recorded at the position 
of the highest of the strongest winning combination ranks and the 
5 player identification data that was read in the above-described 
step'S54, When this process is ended, the present subroutine is 
ended immediately. 

As described above, by arranging so that the ^win/loss 
determination means determines the plurality of players to be 

10 provided with benefits so that the plurality of players to be 
provided with benefits are a combination of the player with the 
highest rank as determined by the rank determination means and 
players of ranks that are not in the order of results starting 
with the highest rank," a player is provided with the opportunity 

15 to become a winner in a way other than becoming highest in rank 
and since this winner determination is carried out in the form 
of a lottery, a player is left with the possibility of being provided 
with benefit until the game is finally ended even if his/her rank 
is not the highest, thus preventing a situation where all players 

20 participating in the game lose the will to play the game and 
increasing the possibility that the game can be enjoyed to the 
end. 

[Disbursement process] 

In the disbursement process routine called in step S14 as 
25 described above, the subroutine shown in Pig, lliscalled. First, 
a bet amount data reading process is performed (step S61) . In 
this process, CPU 66 reads the bet amount data that were recorded 
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in an accumulating manner in RAM 70 in the above-described step 
32 . When this process is ended, a transfer to step S62 is performed . 

Next, a commission calculation process is performed (step 
S62) . In this process, CPU 66 calculates the number of medals 
S to be collected as a commission in accordance with the bet amount 
data read in the above-described step S61. For example, if a bet 
amount data is data indicating *60" and 10 percent is to be collected 
as a commission, CPU 66 records data indicating "6," which is 
obtained by multiplying the data indicating ^60" by 0*1, as 

10 commission data (not shown) in RAM 70 * When this process is ended, 
a transfer to step S63 is performed. 

Next, a disbursement process is performed (step S63) . In 
this process, CPU 66 reads the commission data recorded in RAM 
70 in the above-described step S62 and performs the process of 

15 subtracting this from the bet amount data read in the 
above-described step S61. The number of medals to be disbursed 
to a player is thus calculated. For example , if the above-mentioned 
bet amount data is data indicating n 60" and the commission data 
is data indicating tt 6, " the data indicating "54 , " which is obtained 

20 by subtracting the data indicating "6" from the data indicating 
"60," is calculated as the disbursement amount data (not shown) . 

Also, CPU 66 reads the player data table (see Fig. 12) and 
judges the players for which '1" is recorded in the winner flag 
(F) . When CPU 66 judges that the players for which "1" is recorded 

25 in the winner flag (F) are player Pi and player P3 as shown in 
Fig. 12, it divides the above-mentioned disbursement amount data 
of "54" by the number of winners "2" to calculate data indicating 
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*27 which is the amount disbursed to one player. When this 
process is ended, a transfer to step S64 is performed. 

Next, a credit process is performed (step S64) . In this 
process, CPU 66 performs a process of increasing the credit amount 
5 displayed in display devices 52. Specifically, CPU 66 supplies 
player identification data and disbursement amount data to display 
control device 200. 

In accordance with the supplied player identification data 
and disbursement amount data, display control device 200 makes 
10 the credit displayed in display devices 52 (52A to 52D) be the 
credit resulting from addition. 

For example, when disbursement is to be made to player Pi 
andplayer P3 as mentioned above , *2 7 * is added to the credit amounts 
displayed respectively in display device 52A and display device 
1 15 52C and the results are displayed accordingly. When this process 
is ended, the present subroutine is ended immediately. 

With the present embodiment, since seven cards are dealt 
to each player and five cards are selected arbitrarily from among 
the seven cards to determine winning combinations, there is a 
20 possibility for both the strongest winning combination and the 
weakest winning combination to be formed by one player's hand. 
That is, if a plurality of the conditions for determining a winner 
are formed by one player's hand, all of the total bet amount will 
be disbursed to that player. This resolves the problem that the 
25 amount disbursed to one player may become reduced due to a plurality 
Of players becoming winners and increases the possibility of 
preventing the lowering of the players' anticipation for a game. 
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Also, though with the present embodiment, the total bet amount 
is divided by the number of players that are to be winners and 
disbursement is performed uniformly among the players that are 
to be winners, this invention is not limited thereto, and 
5 disbursement may be performed non-unif ormly among the players that 
are to be winners, for example, by disbursing more to the player 
with the highest result than the player with lowest result. 

Furthermore, though with the present embodiment, thebenefit 
to be provided to a winner is provided in the form of disbursement 
10 of medals or increase of credit corresponding to medals, this 
invention is not limited thereto, and as long as a player is 
transferred to an advantageous game state, a bonus game that 
provides the right to play a game free of charge, etc. , may be 
provided, etc. 

15 Since by performing the process of the above-described step 

S42 to step S44, a gaming machine having "a game control means, 
controlling a game using cards that is played by a plurality of 
players, including virtual players ; and a benefit provision means , 
providing benefits to the above-mentioned players in accordance 

20 with game media used in the above-mentioned game;" is equipped 
with *a rank determination means , determining ranks in accordance 
with the results of the above-mentioned game; and a win/loss 
determination means, determining, in accordance with the ranks 
determined by the above-mentioned rank determination means, a 

25 plurality of players to be provided with the above-mentioned 
benefits;" and *the above-mentioned win/loss determination means 
determines the plurality of players to be provided with the 
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above-mentioned benefits so that the plurality of players to be 
provided with the above-mentioned benefits are a combination of 
the player with the highest rank as determined by the 
above-mentioned rank determination means and players of ranks that 
5 are not in the order of results starting with the highest rank," 
benefits can be provided, as a result of the game, to the player 
with the highest rank as well as to players whose ranks are not 
in the order of ranks starting from the highest rank. 

Though normally in the process of playing a game, a player, 

10 who comes to predict that his/her rank will not be the highest 
and the provision of benefit cannot be expected, may lose the will 
to play the game and give up, with this invention, since arrangements 
are made to provide benefits not only to the player with the highest 
rank but also to players whose ranks are not in the order of ranks 

15 starting from the highest rank and a player is thus left with the 
possibility of beingprovidedwith benefit until thegame is finally 
ended even if his/her rank is not the highest, a situation, where 
all players participating in the game lose the will to play the 
game , is prevented and the possibility that the game can be enj oyed 

20 to the end is increased. 

Also , since by performing the process of the above-described 
step S42 to step S44, the gaming machine of (1) is arranged so 
that "the above-mentioned win/loss determination means determines 
the plurality of players to be provided with the above-mentioned 

25 benefits so that the plurality of players to be provided with the 
above-mentioned benefits include the player with the lowest rank 
as determined by the above-mentioned rank determination means," 
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benefits can be provided, as a result of the game, to the player 
with the highest rank as well as to the player with the lowest 
rank. 

Though normally in the process of playing a game, a player, 
5 who comes to predict that his/her rank will not be the highest 
and the provision of benefit cannot be expected, may lose the will 
to play the game and give up, with this invention, since arrangements 
are made to provide benefits not only to the player with the highest 
rank but also to the player with the lowest rank and thus even 
10 if a player predicts that his/her rank will be of low rank, the 
player can be made to anticipate becoming the lowest rank and is 
thus left with the possibility of being provided with benefit until 
the game is finally ended. The possibility that all players 
participating in the game will be able to enjoy the game to the 
15 end without losing the will to play the game is thus increased. 

Though with the present embodiment, a game is performed with 
the purpose of makingplayers play against each other and the players 
are not made to play against a computer dealer, this invention 
is not limited thereto and a game may be performed with the purpose 
20 of making players play against each other and, at the same time, 
the players may be made to play against a computer dealer as well. 
[Arrangement including a server] 

Though the above-described embodiment is arranged from just 
gaming machine 10 , an arrangement in which a server 80 is connected 
25 with gaming machines 10 as terminal devices as shown in Fig. 15 
is also possible . Specifically, server 80 may be arranged to make 
the terminal device gaming machines 10 display dealer images, card 
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images , etc . , based on operations of players at the terminal device 
gaming machines 10 and thereby make a game proceed. 

That is server 80 control gaming machines 10, which are 
terminal devices , and is *a server , connectable via a communication 
5 line to terminal devices, having information input means for 
inputting information, and comprising: a game control means, 
performing, for the above-mentioned terminal devices, control of 
a game using cards that is played by a plurality of players including 
virtual players ; and a benefit provision means , providing benefits 

10 to the above-mentionedplayers in accordance with input information 
from the above-mentioned players; a server is provided that 
furthermore comprises: a rank determination means, determining 
ranks in accordance with the results of the above-mentioned game; 
and a win/loss determination means, determining, in accordance 

15 with the ranks determinedby the above-mentioned rank determination 
means, a plurality of players to be provided with the 
above-mentioned benefits; and is characterized in that the 
above-mentioned win/loss determination means has a function of 
performing control to determine the plurality of players to be 

20 provided with the above-mentioned benefits so that the plurality 
of players to be provided with the above-mentioned benefits are 
a combination of the player with the highest rank as determined 
by the above-mentioned rank determination means and players of 
ranks that are not in the order of results starting with the highest 

25 rank." 

With the above, since a server which is ^connectable via 
a communication line to terminal devices having information input 
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means for inputting information and comprising; a game control 
means, performing, for the above-mentioned terminal devices, 
control of a game using cards that is played by a plurality of 
players including virtual players ; and a benefit provision means , 
5 providing benefits to the above-mentioned players in accordance 
with input information from the above-mentioned players;'' is 
equipped with "a rank determination means, determining ranks in 
accordance with the results of the above-mentioned game; and a 
win/loss determination means , determining, in accordance with the 

10 ranks determined by the above-mentioned rank determination means , 
a plurality of players to be provided with the above-mentioned 
benefits;" and "the above-mentioned win/loss determination means 
has a function of performing control to determine the plurality 
of players to be provided with the above-mentioned benefits so 

15 that the plurality of players to be provided with the 
above-mentioned benefits a combination of the player with the 
highest rank as determined by the above-mentioned rank 
determination means and players of ranks that are not in the order 
of results starting with the highest rank, "benefits can be provided, 

20 as a result of the game, to the player with the highest rank as 
well as to players whose ranks are not in the order of ranks starting 
from the highest rank. 

Though normally in the process of playing a game, a player, 
who comes to predict that his/her rank will not be the highest 

25 and the provision of benefit cannot be expected , may lose the will 
to play the game and give up, with this invention, since arrangements 
are made to provide. benefits not only to the player with the highest 



52 



ARF-024US 



rank but also to players whose ranks are not in the order of ranks 
starting from the highest rank and a player is thus left with the 
possibility of being provided with benefit until the game is finally 
ended even if his/her rank is not the highest, a situation, where 
5 all players participating in the game lose the will to play the 
game, is prevented and the possibility that the game can be enjoyed 
to the end is increased. 

Furthermore, the above arrangement gives rise to the 
possibility of centralized control of gaming machines from a remote 

10 location and provides the above-mentioned effects without 
requiring the setting of each gaming machine and other troublesome 
work- Yet furthermore, the objects of the present invention can 
be achievedby usingpersonal computers, portable telephones, etc. , 
as the terminal devices connected to server 80 and the same actions 

15 and effects as those described above may be obtained by arranging 
server 80 to send, to the terminal devices, image data for display 
of images on the display parts of such terminal devices, etc., 
data indicating such image data, audio data, etc., to terminal 
devices and receive game information input by information input 

20 means (for example, the dial buttons of a portable telephone, etc.) 
equipped in the terminal devices . The above-described embodiment 
and effects thereof are those that can be considered to be the 
most favorable arising from this invention, and favorable 
embodiments and effects of this invention are not limited to those 

25 described above. 

According to the present invention, since a gaming machine 
having *a game control means, controlling a game using cards that 
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is played by a plurality of players, including virtual players; 
and a benefit provision means, providing benefits to the 
above-mentioned players in accordance with game media used in the 
above-mentionedgame;" is equippedwith*arankdeterminationmeans , 
S determining ranks in accordance with the results of the 
above-mentioned game; and a win/loss determination means, 
determining, in accordance with the ranks determined by the 
above-mentioned rank determination means, a plurality of players 
to be provided with the above-mentioned benefits;" and "the 

10 above-mentioned win/loss determination means determines the 
plurality of players to be provided with the above-mentioned 
benefits so that the plurality of players to be provided with the 
above-mentioned benefits are a combination of the player with the 
highest rank as determined by the above-mentioned rank 

15 determination means and players of ranks that are not in the order 
of results startingwith the highest rank, " benefits can be provided, 
as a result of the game, to the player with the highest rank as 
well as to players whose ranks are not in the order of ranks starting 
from the highest rank. 

20 Though normally in the process of playing a game, a player, 

who comes to predict that his/her rank will not be the highest 
and the provision of benefit cannot be expected, may lose the will 
to play the game and give up , with this invention , since arrangements 
are made to provide benefits not only to the player with the highest 

25 rank but also to players whose ranks are not in the order of ranks 
starting from the highest rank and a player is thus left with the 
possibility of beingprovidedwithbenef it until the game is finally 
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ended even if his/her rank is net the highest, a situation, where 
all players participating in the game lose the will to play the 
game, is prevented and the possibility that the game can be enj oyed 
to the end is increased. 
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